LEARNING WITH 

L EEPE I * 




By selecting the award winning Learning with i| ytMll 

child a bead start in the development of nun* -<»l 

writing readineis sJtilU while providing endless hours *»i cn)nym 

This collection of Tour animated learning games is tnilon 
child who cannot read; no word* are used. Jum show your v hild hu* li 

A variety of basic skill levels arc provided, including some intu 
grow. The higher levels of play arc hidden and do not appear ui 
This feature ensures that your child will not be frustrated hy les 

The animated feedback in these games easures that your child 
incorrect choices. 

The picture* in the comers represent the four games. Using lh< 
choose a name by moving Leepcr to the chosen picture and pre 




D0GC0UN1 

The object of the game is to feed the correct number of bones to the corresponding 
number of dogs. 

Number concepts are developed by counting concrete objects, grouping b\ sight, and 
making associations with numerals. 



K AIXOON POP 

The object ot this *ivlc\t;l game w to match rhcdispla> shape h> moving the balloon to 
the corresponding shape at the bottom. To prevent frustration. Levels 2-6 will only 
appear when a passable score Is made on the level before. 

Reading readiness skill* are developed by recognizing and matching shapes. This garni 
prepares children to discriminate between the many shapes that letters and numerals hike. 



LEAPFROG 

The object of this game is lo move the frog through ihc more with minimal wall 
collisions, A more challenging maze awaits the successful player the next umc Leap Frog 
is chosen. 

In order to write, the eye and hand must be trained to work together Eyelumd 
coordination is developed when children take the frog through the maze. 



SCREEN PAINTING 

The object of Screen Painting is to draw and 'or paint a picture with an animated paint 
brush. 

Eye-hand coordinatum skills are reinforced b\ ff ftfltff lfl the joystick to paint a picture. 
Creative play is enhanced "hen children are ahie ttt express their own ideas graphically. 



COMMODORE 64 ' 
LOADING INSTRUCTIONS 

PROGRAM AND (-H WW s l\\ 
BOBBIl! 



Dbk 

L Turn on the power to the drive, then 

the computer and monitor. 
2 Invert disk into drive, close the door. 
J. When screen says "Ready," ivpe 

LOAD "LEARNING-.B.l and press 

^RETURN*. 
4. Plug joystick into Port *2. 



HUM < irtridip 

I W*il pull s aU niv li 

(face upi into the iloi lu \fo 

2. Turn on i 

3. Ph 




F1 



m 



KEYS 

Brings up the menu. 

Advances game to the next 
higher level when there is 
one, or will change to another 
picture in screen painting. 



JOYSTH Kl'OMROI 

All games arc pl.iy?«l an 
certain it is plugged n\U 
computer. If your child 
pioblcnts, you ma> v 
brand; some wort 
hands. 





SCREEN PWNII.M, 
Select this box to 

"painted" ur I Hit! 

consecutive selc< 

erase the screen 



*-Hp* 



